GA CD 



Commodore 




BR 



Ultimate Fighting Gam 



System 3 presents IK 

Players Guide for Commodore Amiga 

Please follow the instructions In your 
CD 32 Manual lor loading this game. 



Introduction 




& All t ignis reserved 

System 3 Arcade Soflwaro Limited 1994 



International Karaic Plus TM, o' IK+ tot 
shod, is a development ol iho original IK name. The 
main ditlerenc© belwoen IK* and IK is lhai Ihere are 
three fighting rnon on the screen at once (six in pause 
mode!) and an enchant<ng fully animated landscape 
in which lha men thump it out. However the Atari ST 
and Amiga versions have even more features than Iho 
Commodore 64 version They have art all now second 
bonus screen, winclngly good digitised sound ollOCIS. 
a hypnotic litle sequence as well as demons ol gome 
controls. 

There are 17 dilleront moves that can 
be made, all controlled by Iho joypad and with 
practice all these moves can bo executed srnoolhly in 
a Mowing light sequence without your lighter pausing 
momentarily between moves. The joypad system is 
simple enough for players to learn quickly, and after 
some further experience of how the moves behave, 
much more sopl lislicatod coriltol can be achieved. 



Opponents can be hil in the head, 
chest siomach. shins and feel from In Iront or 
behind, although an attacker receives only hall Ihe 
score 'or attacking from behind. 

ITW yarnu yols progressively harder 
up unlll aboul IgvcI 25. after which your opportune 
will aclop! dilloroni attack O' dolenco strategies. As 
your acoro increases, your bell will change colour. 
There ore six belt colours, each ot which has ihree 
levels, malting 1ft hells In all 

The computer controlled fighters 
adopt a variety of play strategies For example, they 
mign) fight each other and not the human (hits 
forcing you to get in there and fight, or else you will 
be out prelty quickly, u' they might no) light al all but 
simply avoid all your ailocks; or Ihey might go (usl lor 
Iho human player; or ihey might light anyone nearby 
bul not dodge attacks on themselves. AH those 
strategics also vary in Viciousnoss" as iho game goia 
more advanced. 

Al the end of each lighting round, a 
wise old |udge appears to instruct playars and 
announce Ihe 1st. 2nd and 3rd ranking. If a human 
player is In 3rd place he is out ol Ihe game. So long 
ns you stay in ?nd or 1st place you will slay in iho 
game 



Each ol Ihe sight positions selects a 
type of move, ana pressing the button gives another 
eight In special cases an extra blocking move is 
available as detailed later. Some ol Ihe moves cause 
Ihe man to make a move and turn around to luce Iho 
other direction When this happens, all 1110 movement 
selections arc revcraod le*i 10 right. Foe example, 
when facing right a Iron! face punch is made by 
pressing ihe joystick up to the fight, but when facing 
leli ihe same attacking move is made by pressing the 
joystick up to the tell 



Holding and cancelling a move 

When making a attacking move, you 
inuGl hold iho joystick in position until your fighter has 
mode Iho actual attack. Releasing the joystick any 
sooner wilt cause your fighier 10 roiurn 10 the standing 
stance and therefore cancel Ihe attach. II yau hold the 
joystick in the same position, then thai move is held 
until you release the joystick or you select another 
move. However, the actual hitting action Is only 
effective on iho initial movement - allor all. seasoned 
opponents aie ha'diy likely to run onto your fist! 



Sequences of smooth moves 

II Is possible 10 make a lol ol moves In 
quick succession without Iho dy'ilo' pausing m (no 
standing stance in butweon. thus allowing smooth. 
free-Mowing soquoncos. This is done by selecting the 
drat move, holding it |usi long enough tor tne attack to 
occur, ihon quickly selecting the next move before ihe 
man returns to the standing stance position This will 
allow such actions as a series of smontn back flips 
across the screen (select the back flip move again), 
an alternating face and shin kick action (by selecting 
the shin kick move and holding It. and then simply 
pressing and releasing iho fire button as ollen as you 
want) or even allernallng back-lroo-kieks by the same 
melhod 

Blocking move 



A blocking move is also available for 
defence purposes. If you are being attacked at close 
range from in from, and you select the walk-backwards 
move then your Tighter will stand in blocking posture 
lor ihe duration of the attack and detiect all kicks to 
tioad. chest and stomach. However, it is not possible 
TO block foot and shin kicks. The only way 10 avoid 
ihem is to jump or back flip out of Ihe way. or attack 
back Willi, soy. a flying kick 



Double head kick 

It is possible to knock out both 
opponents, score 2O0U points and gel 3 combat points 
alt in one go it is pretty tricky but immensely satisfying. 

Every Intra round there IS a bonus 
stage There are two types of bonus stage, Ihe first 

i :--jr i ; *li'" E,il rr -hip .vhi-'p von '-.--s,!-- ;.-i u-.r> .-. \h -hi r ■ 
deflect bouncing balls from all angles, the second is 
Ihe Bomb mode where you must kick away or avoid 
lots ol Utile luse bombs before they blow up. Survival of 
those bonus stages is worth quite a lot ol extra points. 
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Game controls 

Button Functions 



Tap Lell Button 
Top Right Bullon 

Coloured Buttons: 

Groon - 
Red- 

r'el D'.V - 
Btue- 



- Ono player sta'l 

- Two plays' slarl 

(must be done from pypad 1) 

Music on/oil 
Action button 
Sound I* on/off 
Pause game 



Fighting moves (with action button not prcsaed):- 



Up 

Up Right 

Right 

Down Right 

Down 

Down Lett 

Lefl 

Up lefl 



- Jump up 

- Ronl lace punch 

- Walk toward 5 

- Shin kick 

- Footstep kick 

- Crouching siomach punch 
• Walk backwards or block 

■ RuvOiSC faCO punch 



Fighting moves (with action button pressed ):. 



Up 

Up Right 

flight 

Down Rlgm 

Down 

Down Left 

Lett 

Up tell 



- Flying loap kick 

- Head bull 

- Stomach kick 

- High lace kick 

- Backwards toot sweep 

• Back (ace kick 

• Back Flip 

- Double head kick 
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Game display 



The score and game intormation is 
display at the lop of the screen and comprises of 
Ihroe sets or 6 combal points and ihreB sets of 
accumulative score displays. AH active human 
controlled players are indicated by a coloured 
clenched fist to Ihe right of each fighters scoro. The 
while Jacketed player is controlled by thu right joystick 
pod, Ihe Red is conlrolled by the other. On the right 
hand sidB ol me screen is shown the level number or 
round you are on, the 30 second found count-down 
lirner and below that, tho game's speed 



Game object 



A match consisls of sequences of two 
fight rounds followed by a bonus stage In ihe one 
player game, there are two computer conlrolled 
opponents out to get you. The match ends when you 
come in 3rd place in a fight round The Iwo player 
game starts with two human controlled lighteis and 
only ono compute* controlled man. Any human 
controlled players that come in 3rd placo go out of ihe 
game leaving one person to light It out Wilh two 
compuler controlled lighters. 



Vou must light on for ao long as 
possible. As the score builds up you are awarded one 
of six bell colours with a further 3 levels ol each 
colour. II. al ihe end of a match, your score Is high 
enough you will be given Ihe chance of entering your 
initials, score and bell colour In the IK + Hall of Fame 

Scoring 

During a light round, II a man 
successfully hils an opponent whilst facing him. he 
gets two combat points (shown as two bright colourod 
discs above your score) and a numerical score 
depending on the dilliculty of the move. Attacking 
from behind earns only one combat point and half the 
normal score. A light round can last a maximum of 30 
seconds, ot will slop earlier if one ol the players gains 
G combat points. In Hus case. I ha player who gets the 
6 combat points also gets a bonus lime score of 100 
tlmos tho remaining seconds loll in the round. 

At Ihe end ol each light round, the 
judge decides who is 1st, 2nd ana 3rd (or in equal 
positions), based initially on the combat points won 
during the round, and thori m Ihe case 0' a tie. on Ihe 
numerical score obtained during inal round (and nol 
based on ihe accumulated scoro). 
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Who>> a piayei is hit ho lads down and 
is momentarily da2od. as shown by ino iwmkly stars 
abovo his head. Wnen tnese disappear he can 
docido to wall on the ground lor a lew seconds or 
instantly get up and attack by selecting a move 
Otherwise, after a lew seconds he will be forced to 
siand up anyway 

The length of time a fighter is knocked 
nut depends upon the type ol blow sustained, and as 
the game advances ihe wail lime allowed after being 
knocked down is decreased - but remember, you 
can'l gel hit until you are actually standing up again, 
so it's best lo get up selecting and attacking a move. 



Move 


Scoring 
Frontal HII 


Hit from 
behind 


Front Inco punch 


BOO 


400 


Shin kick 


400 


200 


Foot swoop 


400 


200 


Stomach punch 


400 


200 


Revorso face punch 


BOO 


4O0 


Flyinn kick 


800 


4O0 


Hand butt 


lOOO 


SOO 


Stomach kick 


200 


100 


Face kick 


BOO 


400 


Revorso footswoap 


400 


200 


Back lace kick 


000 


400 


Double hoad kick 


iOOO 


IOOO 



Bonus Stages 



II a player stays in 'or two consecutive 
light rounds, he then enters one ol the two typos ol 
bonus stages. The first to occur is the Ban stage 
which is later followed by the Bomb slago. 

When the Ball modo starts you will be 
shown standing tn Iho contre ol the sceen holdings 
small shield with which you must deflect baits that 
comB bouncing towards you You can hold ihe shield 
in seven different positions. You will only ever have lo 
dellecl one ball at any one lime, but their speed 
gradually increases, and you also gel Hashing balls 
whose bounce height allernales which makes II even 
harder. But if you can survive all G<1 balls you will get 
a massive 5,000 point bonus in addition lo the 100 
points for each bail deflected, which means that 
highly skilled players can add over 10.000 points to 
their score ihus get lo black belt status more quickly 

In the Bomb stage you can move 
across the screen as normal. Bui all around you. 
small time bombs will appear wilh a fuse which will 
fizzle down to nothing. Aller Ihal, ihey might btow up 
immediately, or be delayed by a second because the 
fuse hasn't quite gene out But you must not net hil 
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by onY parts of Ihe bomb as it blows up. Your aim is lo 
kick all Ihe nombs oil the screen for 100 points each 
before ihey blow up. or even avoid them altogether 
You can still gel hit by a bombs bll ll it explodes whilst 
bouncing off the scteen. You can use a footsweep 
kick or a shin kick to gel Ihum of the sceen If you 
survive all the bombs you will gel a 5,000 point 
survival bonus. 
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System 3 Arcade Software 



Thank you lor buying IK-*. 

We have been producing quality 
entertainment salKvare lor over Ion years and In 
IhHi lime we have crootod BOmo Ol the most 
exciling and original gomes. 

By combining ihe talents ol the 
besl programmers, graphic artists, musicians and 
game designers we slrive lo provide you wilh ihe 
highoel auatlty ri^mes and the maximum in 
onioriamment value. 

We hope that you will enjoy playing 
IK* and look forward lo oniciiaining you again with 
our other great garnus. 



Mark Cale 
Managing Director 
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